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Date: 13 Ajc 1936 1350-3QT 
^ From: Brian M o r i ~ r t y <? r 0 C at F o 5 > 

S u o j e c t : ' h i n g s 
To: S £ M 

Why isn't " 6 6 6, " the ‘eVil Worship in your list? 



Date: 14 Aug 1936 1054-36' 

From: c L I Z at "RIO 
$u eject: M a x t Project 
To: 55 M 

Zork Zero ana Station fall mould surely be bestsellers (uncounted 
hoards of fans ask fo ( " + he s eo u e 1 to 5 l*netfr. 11) • Blazing Psrsars 
sounds like the mo s " f un , But I personally ho on you do the 
Interactive i i b 1 e so I can send ~ copy to my evangelist brother. 
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Genre: Fantasy Rating: Standard 
System: prooaoly Extended Estimated "Development. Time: 10-12 months 
As the name implies, a p r e a u e 1 to * h e Zork t-ilosy. It would be set in the 
Great Underground Empire, and covering a long period of time, t r0 m the end of 
the reign of Dimwit c l~thead in 7 G 9 through the fall of the SUE in 983, and 
possioly through 949 (the year of the Zork trilogy). It would almost certainly 
end "west of a white house." "rare would be some story, probably about as much 
as enchanter or Sorcerer. For the most o a r t , though, it would be an intensely 
puzzle-oriented game with a huge geography-- or is that too similar to Trinity? 













ST ATIGNr ALL 

Genre: Science "iction Rating: Standard or Advanced 

System: Classic Estimated Development Time: 8 months 

The long-awaited sequel to Planet fall. Since you*" cromctior to Lieutenant First 
Class in the Stellar ° a t r o 1 of the Third Galactic Union following a commendable 
job on R e s i d a * i v e years aco, you have •'ailed to advance your ^ark or career at 
all. Elevation to L~C has mea^t that your routine of constant mopoing drudgery 
has been replaced by a routine of constant paperwork drudgery, and your ha^sh 
commanding officer Ensign G i a t K s r has been replaced by the bubbleheaded and 
bureaucratic Captain Measle. You- latest assignment: to shuttle over to Station 
Aloha beta Epsilon Gamma D^eoa 79-C-985 Sector Delta Delta V H - 9 8 , in order to 
pick up a crate of new shuttle fuel requisition form regulation forms. You stoo 
o y tne robot pool to pick uc a robot aide for the trip ... ore -'a^iliar figure 
comes bounding toward you... " y ey, take = 1 o y d ! * 1 o y d best r obot aide in pool!" 

After a brief trip, you ar-ive at the station. It is deserted, your shuttle has 
stopped working you can't -aise your ship, and Floyd has begun to act oddly... 









M I NU T E MYSTERIES 

Genre: Mystery Rating: Standard or mixed 
System: definitely Extended Estimated Development Time: 12 months 
Four mini- mysteries, each set in the same locale, but during different periods 
of time. I can see one set during the 1910' s , one during W W 1 1 , one during the 
present, and ore at sere point in the next centjry. For the location, I'm 
leaning toward a small c-uise ship. (Naturally, I'd have to spend seve-al weeks 
on cruise ships doing research). So^e ideas for the individual mysteries: In 
one of them, it turns out that you were actually the killer, but are suffering 
amnesia bacause of a blow received during a struggle with + h e victim -- you 
first tnink that the blow was inflicted by the murderer! In another, you would 
d« the descendant of a character in on a of the previous stories, attempting to 
prove the innocence o * your relative, and gettinc mixed up in a new murder, and 
having to solve both. T h » lest story, set in the future, would also have some 
sci-fi elements. 










ATTACK. D F - = E E 0 N S (and other stories) 



Genre: Science Fiction bating: probably Advanced 
System: could go either way Estimated Developmer 4 Tire: 1C months 
This is based on a f a i r 1 y long short story J wrote a few years ago. It would be 
a game with a good biers o* story and puzzle elements. Thera would be 3 story 
lines, each one based on a science fiction cliche -- time travel, a mad 
scientist, and invasion from outer space. However, all three stories, which at 
first seem totally independent* end up tying together. I won't say how; even 
the fact that they do at all should be kept toft secret. 
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Rating: probably Standard 
Estimated Development Time: 8-10 months 

Have you always thought that God screwed it uc? Try 
o o m : VOID. Suggested first moves LB T T H8RE a E LIGHT, 

response to EXAMINE LIGHT: You see that it is good. 

, you would become other characters. As Ada^, you 
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"the viable idea" 

Genre: Mixed/Experimental Rating: orobably Standard or Mixed 
System: could go either way Estimated Develocment Time: 6 months 
An idea I originally came up with as a way to produce a game in much less time 
than could normally be expected, but which I think is an interesting idea even 
without that need. Basically, one person (the Editor) designs a tiny "niece" of 
a game - - a couple of rooms, a few objects with action routines, maybe even a 
character. working f r o m this, in complete isolation, five Cor so) imps would 
write a small mini-gams (a ecu. ole of puzzles, ten to twenty rooms) around that 
original core. The Editor would be responsible for integrating the five ideas 
together, blending the cede, making sure that ♦ h e r e wasn't any gross repetition 
in tne stories, and, of course, fixing bugs. I think that seeing how different 
people went in different directions from the same starting point would make for 
an interesting interactive fiction experience. 







T I T A N I C 

Genre: TEA? Docu-drama? Rating: probably Standard 
System: Extended Estimated Development Time: 10-12 months 
It was one of the most dramatic moments in history. THe world's largest, mos 4 
luxurious, most technically advanced ocean liner, carrying many of the world's 
richest and most famous people, was nearin^ the end of it's maiden voyage. At 
1 1 : AO p.m. or April 14, 1912 an iceb^r^ sides wiped the huge ship, leaving a 300 
foot underwater gash. Less than three hours late'" the "unsinkable" T itanic was 
gone, taking 1500 people with Her. T h= events of that night are well-recounted 
in several books. 

You are a passenger on the Titanic, travelling in T h i r d Class to disguise the 
importance of your mission: transporting a MacGuffin from London to New York. 
As the ship opens and you feel a lone, drawn out shudder cess through the ship, 
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you .Tiust begin the process of escaping the restricted Thi-d Class section? 
retrieving the y 3c5uf f in from the purser's sa f e amidst the confusion, and 
surviving the sinking to complete your delivery assignment. T he actual events 
of those 160 minutes between iceberg and sinking would occur around you. I see 
this as a game of split-second + i m i n g , that would reauire multiply claying to 
optimize your turns in croer to solve ail the puzzles in the shortest possible 
time. out you could also ignore all the puzzles and simply wander around the 
snip as a "tourist," taking in the sights of this amazing event. 















T U E BEST OF ST5VQ 

Genre: mixed Rating: Standard or mixed 
System: EZI? or (lower case) ezip Estimated Development Time: 12 months 
A collection of M s ho rt stories,” ^anv or all of which would be designed to play 
in one sitting of approximately an hour or two. I envision around + en stories 
on the disk. They would K ave little or no connection to each other. The manual 
would contain a table of contents so that you could enter any story you wanted 
oy typing in a word o ^ number at the beqinninc. "h? stories would probably be 
from different several different genres. It would be an interesting experiment 
to see if people who found 0 J r normal programs + oo daunting due to the length 
of time required to play the~ would be more interested in short stories. This 
would also be a good chance tc try a lot o * interesting things which are too 
experimental to risk a whole program on, or which a - e just too small to become 
an entire full story. T K ere could b a so^e row genres, some completely Duzzle- 
less stories, a story with replayability. 

One or two cf the stories could be longer, in ~n attempt to wean beginners into 
accepting a multi- hour interactive fiction effort. Some problems wit K the idea: 
is it just too disjoint? Is there anyway to tie all the stories together? (One 
thought for tying the stories together: there are N siblings, and each brother 

or siste^ appears in one of the stories as a character; + h e y could m a k e cross 
references to their sibling in one of the o*her stories.) Hew could a brotusie 
oe done tor this? What would the p r o g r a m be called? Would it turn off our hard- 
core fans? 
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Genre! Fantasy Rating: Standard^ 
System: probably Extended Estimated Development Time: 10-12 months 
As the name implies, a prequel to +he Zcrk trilogy. It would be set in the 
Great Underground Empire, and covering a long reriod o * time, from the end of 
the reign of Dimwit ^lathe^d in 7 E 9 through the fall of the SUE in 933, and 
possibly through 943 (the year of the Zork trilogy). It would almost certainly 
end "west of a white house." TU ere would he some story, probably about as much 
as Enchanter or Sorcerer. For the most p a r t , though, it would be an intensely 
puzzle-oriented game with a huge geography--or is that too similar to Trinity? 



STATION FALL 

Genre: Science Fiction Rating: Standard or Advanced 

System: Classic Estimated Development Time: 3 months 

The long-awaited sequel to 3 1 a net fall. Since your promotion +o Lieutenant p ir st 
Class in the Stellar Patrol of t~e Thir d Galactic Union f ol lowing a commendable 
job on Reside five years ago, you have failed to advance your rank or career at 
ail. Elevation to L^C has meant + hs + your routire of constant mopping drudgery 
has Deen replaced oy a routine of constant paperwork drudgery, anc your harsh 
commanding officer Ensign Slather has been replaced by the bubbleheade d and 
bureaucratic Captain M e a s 1 e * Your lstss* assignment: to shuttle over to Station 
Alpha Beta Epsilon Gamma Omega 78-C-935 Sector Delta Delta VH-98, in order to 
Pick up a crate of new shuttle fuel requisition form requws^ion forms. You stop 
by the rooot pool to Dick up a rcbo + aide for the trie ... one familiar figure 
comes sounding toward you... "Hey, take c 1 o y d ! -loyd best robot aide in pool!" 

After a brief trip, you arrive at the station. It is deserted, your shuttle has 
stopped working you can't raise your ship, and r 1 o y d has begun to act oddly... 



MINUTE MYSTERIES 

Genre:. Mystery Rating: Standard or mixed 
System: definitely Extended Estimated Development Time: 12 months 
Four mini-mysteries, each set in the same locale, but during different oeriods 
of time. I can see one set during the 1 9 1 0 ' s , one during Will, one during the 
present, and one at some point in the next century. c o r the location, I'm 
leaning toward a small cruise ship. (Naturally, I'd have to soend several weeks 
on cruise ships doing research), Some ideas for the individual mysteries: In 
one of them, it turns ou + t h a + you were actually the killer, but are suffering 
amnesia because of a blow received curing a struggle with the victim -- you 
first tnink that the blow was inflicted by the mu-derer! In another, you would 
be the descendant of a charset? 1 ' in on? of the previous stories, attempting to 
Drove the innocence of your relative, and getting mixed up in a e w m ur q er , and 
having to solve both. The last story, set in the future, would also have some 
sci-fi elements. 
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Genre: Science Fiction Rating: probably Advanced 
System: could go either way -stima + ed Development Time: 10 months 
Tnis is based on a fairly long short story I wrote a few years ago. It would be 
a game with a oood blend of stony and puzzle elements. There would be 3 story 
lines, each one cased on a science fiction cliche -- time travel, a mad 
scientist, and invasion from outer soace. However, 3 1 1 tnree stories, which at 
first seem totally independent, end uc tying together. I won't say how: even 
the fact that they do at all should be kept too secret. 
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Genre: Tales of Adventure Rating: probably Standard 
System: probably Classic Estimated Development T ime: 8-9 months 
The western comedy t h a t Jerry started. A lot of the basic design and a little 
bit of the implementation is already done, I * you don't recall, the basic story 
line is a spaghetti western with all the usual characters and situations, and 
the basic gag is that t h 3 r e are several osrsers with different personalities 
and degrees of competency that 3 r e constantly wandering "in” and "out” of the 
game. Another gag r-vclves around M - . Smith, who can imitate nearly anything! 

” There is a bowling ball harp.” TAKE BAWLING BALL. "Gods! It's only Mr. Smith, 
doing his famous cowling ball imitation.” Gr... "President Rutherford B. Hayes 
is at the bar.” PRESIDENT H ' Y E S , HOWDY. ” A s you begin sneaking, you realize 
that it isn't President "’utherford 8. Hayes after all, but merely Mr. Smith, 
doing n is totally awesome President Rutherford Hayes imitation.” iA laugh rjot^ 






INTERACTIVE BIBLE 

Genre: Fantasy? TCA? Rating: probably Standard 
System: could go either way Estimated Development Ti^e! 3-10 months 
Imagine the ad campaign: "Have you always thought that God screwed it up? Try 
it yourself!" T he opening room! VOID. Suggested first moves LE T THERE BE LIGHT, 
CREATE WORLD. Imagine the response * o EXAMINE LIGHT: You see that it is good. 
As the "stony” progresses, you would become other characters. as Adam, you 
might decide to shun the serpent's apple, stay in P d e r and die of boredom! as 
Noah, y o j could refuse to build the ark and drown in the ^ 1 o o d , or forget to 
bring along two houses, chancing the entire shape of human history. The writing 
would naturally all be in s halts ana begets and haths. _ A con tinua tion of my 
ongoing effort to offend every man, woman, and child in the universe. 








” T H E VIABLE IDEA" 

Genre! Mixed/Experimental Rating! probably Standard or Mixed 
System! could go either way Estimated Development Time: 6 months 
An idea I originally came up with as a way to produce a game in much less time 
than could normally be expected, bu + which T think is an interesting idea even 
without that need. Basically, one nerson (the r ditor) designs a tiny "piece" of 
a game -- a couple of rooms, a few objects, with action routines, maybe even a 
character. Working *rom this, in complete isolation five Cor so) imps would 
write a small mini-game ( a couple of puzzles, ten to twenty roo^s) around that 
original core. T he Editor would be responsible for integrating the five ideas 
together, blending the code, making sure tha* there wasn't any gross repetition 
in the stories, and, of course, fixing bugs. T think that seeing how different 
people went in different directions from the same starting point would make for 
an interesting interactive fiction experience. 
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T I T A N I G 

Genre: TQA? Docu-drama? Rating: probably Standard 
System! Extended Estimated Development Time! 10-12 months 
It was one of the most dramatic moments in history. The world's largest , most 
luxurious, most technically advanced ocean liner, carrying many of the world's 
richest and most -^oy; people, was nearing tho end of it's maiden voyage. At 
11:40 p.m. on April 14 , 1912 an iceberg sides wiped the huge s h i d , leaving a 300 
foot underwater gash. Less than t h r e e hours later t K e "unsirkable" T i t a n i c was 
gone, taking 1500 people wit* her. The events of that night are well-recounted 
in several ocoks. 

You are a passenger on the T i t anic , travelling in Third Class to disguise the 
importance of your mission! transporting a M 3 c G u f f i n t r o m London to New v ork. 
As the ship opens and you feel a long, drawn out shudder oass through the ship, 
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you rust begin the process of escaping the r«»s + r:cted Third Class section) 
retrieving the M acGuffin from the purser's ss^e amidst the confusion, and 
surviving the sinking to complete your delivery assignment. T he actual events 
of those 160 minutes be+ween iceberg and sinking would occur around you. I see 
tnis as a game of s^J-it-second timing, that would •*eaui* , » multiply playing to 
optimize y o u r tui’ns in o~n d or fry — strTve - ^ 11 the ouzzl-s in the shortest possible 
time. But you could also ignore all the puzzles and simply wander around the 
ship as a "tourist," taking in the sights of this amazing event. 
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THE BEST QP STEVC 

Genre: mixed Rating: Standard or mixed 
System: c Z I ? o r (lower case) ezio -sting^ed development T ime: 12 months 
A collection of "short stories," many or all o* w h i c h would be designed to play 
in one sitting of approximately an hou-* on two. I envision around ten stories 
on the disk. They would have little or no connection to each other. The manual 
would contain a table of contents so that you could enter any story you wanted 
oy typing in a word or number at the beginning. T he stories would probably be 
from different seve r 3l different genres. It would be an interesting experiment 
to see if people who found our normal programs too daunting due to the length 
of time required to clay them would fc 3 c r ? in + ores + ed in short stories. This 
would also be a good chance to try a let o* interesting things which are too 
experimental to risk a whole p r o g r s m on, or which are just too small to become 
an entire full story. T h e r e could be some new genres, some completely puzzle- 
less stories, s story with replayability. 

One or two of the stories could be longer, in an attempt to wean beginners into 
accepting a multi-hour interactive fiction effor 4 . Some problems with the idea: 
is it just too disjoint? Is the^e anyway to tie all the stories together? (?ne 
thought for tying the stories together: the^e are N siblings, and each brother 
or sister appears in one of the stories as a character; they could make cross 
references to thei^ sibling in one of the other sto-ies.) How could a browsie 
be done for this? What would t w e program d e called? Would it turn off our hard- 
core fans? 
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Genre : Fantasy 
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Rating: Standard 
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Rating: Standard or Advanced 

Estimated Development Time: 8 months 
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MINUTE mysteries 

Gen re:. Mystery Rating: Standard or mixed 
System: definitely Extended Estimated Development Time: 12 months 
Four mini-mysteries, each s e * in the same locale, but outing different periods 
of time. I can see cn» set during the 1910's, one during W W 1 1 , one during the 
present) and one at some point in the next century. For the location, I'm 
leaning toward a small cruise ship. (Naturally) ~'d have to spend several weeks 
on cruise ships doing research). So m e ideas for the individual mysteries: In 
one of t h e m , it turns out that you were actually the killer) but are suffering 
amnesia because of a blow received during a struggle with the victim -- you 
first think that the blow was inflicted by the murderer! In another) you would 
oe the descendant of s character in one of the previous stories , attempting to 
prove the innocence of your relative) and getting mixed uo in a new murder, 3nd 
having to solve both. The last story, set in the future, would also have some 
sci-fi elements. 
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Genre: Tales o f Adventure 



Rating: probably Standard 



System: probably Classic 
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you .must begin the process o * escsoing the restricted T ^ir d Class section* 
retrieving the MacGuf^in f r o ^ the purser's safe amidst the confusion* and 
/ — v surviving the sinking to complete you'' delivery assignment. The actual events 
of those 160 minutes between iceberg sod sinking would occur around you. I see 
this ciS a came of split-second timing* that would reo jire multiply claying to 
_ optimize ycur turns in order to solve all the puzzles in the shortest possible 
time. cut you could also ignore all the puzzles and simply wander around the 
ship as a "tourist*” taking in the sights of this amazing event. 
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T r E BEST r c 3 j E V? 

Genre: mixed Rating: Standard or mixed 
System: E Z I 5 or (lower case) ezic Estimated Development Time: 12 months 
A collection of "short s 1 0 1 « 3 1 " many or all o * which would be designed to clay 
in one sitting of approximately ar hour or two. I envision around ten stories 
on the disk. Trey would have little cr no connection to each other. The manual 
would contain a table o f consents so that you could enter any story you wanted 
by typing in a word or number at the beginning. T he stories would probably be 
from different several different genres. It would be an interesting experiment 
to see if people who found our normal programs too daunting due to the length 
of time required to play tnr would be more interested in short stories. This 
would also be a good chance to try a lot o * interesting things which are too 
experimental to risk 3 whole program or, or which are just too small to become 
an entire full story. There could be some new genres* some comoletely ouzzle- 
iess stories, a story with replayability. 

Ins or two of the stories could be looser, in an attempt to wean beginners into 
accepting a multi- hour interactive + ictior effort. Seme problems with the idea! 
is it just too disjoint? Is there anywsy to ti e all the stories together? (One 
thought for tying the s t o'ri e s t 0 g e t n e rT m h <=, ere N s i o 1 i n g'sl ih~d each b rotb$r 
or sister appears in one of the s + o r i33 as a character: they could make cross 
references to their sibling in on® of the other stories.) How could a browsie 
be done for this? What would the p r 0 g r a m be called? Would it turn off our hard- 
core fans? 
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Rating: Standard 
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I IRK ZERO 

Genre: Fantasy Rating: Standard 
System: proDSDiy Extended Estimated development Ti-ne: 10-12 months 
As the name implies, a p r e q u e 1 to the Z ork trilogy* It mould be set in the 
Great Underground : ^pirp , ana covering a long period of time, from the end of 
tne reign of D i m w i t -1st head in 7 3 '9 through the fall o * the GUE in 8 3 3, and 
possioly t h r o u g n 94 8 (the year o * tne 7 ork trilogy)* It mould almost certainly 
end "jest of a white house.” There mould be some story, probably about as much 
as Enchanter or Sorcerer. -or the mos + cart, though, it mould be an intensely 
puzzle- oriented game with a huge geograph y — or is that too similar to Trinity? 
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STATI ONFALL 

Genre: Science Fiction Rating: Standard or Advanced 
System: Classic Estimated Development Time: 8 months 
Tne long-awaited sequel to Plsnetfall. Since your promotion to Lieutenant First- 
Class in the Stellar P a t r o 1 of the Third Galactic Union following a commendable 
job on Resica * i v e years ago, you have failed to advance your rank or career at 
all. Elevation to L c C h = s m e a n t that y 0ur routine o * constant mopping drudgery 
has been replaced by a routine of constant paperwork drudgery, and your harsh 
commanding off ice r Ensign Blather has been replaced by the bubbleheaded and 
bureaucratic Captain M e a s 1 e . Your la + est assignment: to shuttle over to Station 
Alpha Beta Epsilon Gamma Omega 73 - C - 985 Sec to 1 * Delta Delta VH-93, in order tc 
pick up a crate c* new shuttle fuel requisition form requistion forms. You stop 
by the robot pool to pick up a o b o t aide for the t r i c ... one familiar figure 
comes bounding toward you... H Hey» take = loyd! ”loyd best robot aide in pool!” 
After a brief trie, you arrive a* t H e station. I r is deserted, your shuttle has 
stopped working you can't ^ a i s e yeur ship, and = 1 o y d has begun to act oddly... 
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Genre : hystery 

System: definitely Extended 
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c R E Q N S Card other stories) 



Genre: Science Fiction bating: probably Advanced 
System: could go either way Estimated Development Time: 10 months 
This is based or a fairly long 5 h o r t story I w r o + 9 a e w years ago. It would oe 
a game with a good blend of story and puzzle elements. There would be 3 story 
lines, each one based on a science fiction cliche -- time travel, a mad 
scientist, and invasion from outer srace. However, all three stories, which at 
first seem totally independent, end up tying together. I won't say howl even 
the fact that they do at all should be kept top secret. 
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BLAZING ~A?$=RS 



Genre: Tales of Adventure Rating: probably Standard 
System: probably Classic Estimated Development Time: 8-9 months 
The western comedy that Jerry started. A lot of the basic design and a little 
bit of the implementation is already done. If you don't recall* the basic story 
line is a spaghetti western wit'”' all t h e usual characters and situations* and 
the oasic gag is that there "re several parsers with different personalities 
and degrees of competency that ane constantly wandering "in" and "out” of the 
game. Another gag revolves around '•* r . Smith* who can imitate nearly anything: 
"There is a bowling ball here." TAKE 5 Si LING BALL. "Does! It's only Mr. Smith* 
doing his famous bowling ball imitation >" Or . . . " ? resident Rutherford 3. Hayes 
is at the bar." PRESIDENT HAYES* H D W D Y • "As you begin speaking, you realize 
that it isn't President t? u'th$r # o ) "d S * Hayes after ail, but merely Mr. Smith* 
doing his totally awesome President Rutherford Hayes imitation." A laugh riot. 
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Genre: Fantasy? T G A ? 

System: could go either way -s 
Imagine the ad campaign: "Have you always 
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s the "story" progresses, you would become other coarse 



mignt decide to shun the serpent's apple, 
N o a h , you could refuse to build the ark 



stay in Eden and 
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bring along two horses, changing the entire shape of human 



would naturally all be in s holts and begat 
ongoing effort to offend every man, woman, 
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"THE VIABLE IDEA" 

Genre: Mixed/ Experimental Rating: probably Standard or Mixed 
System: could go either way Estimated Development Time: 6 months 
An idea I originally came up with as a way to produce a game in much less tine 
than could normally be expected, but which I think is an interesting idea even 
without that need. Basically, one cerson (the Editor) designs a tiny " p i e c » " of 
a game -- a couple of rooms, a * e w objects with action routines, maybe even a 
cnaracter. working from this, in complete isolation, five Cor so) imps would 
write a small mini-game (a couole of puzzles, ten to twenty rooms) around that 
original core. "he "ditor would be responsible for integrating the five ideas 
together, biendirg the code, making sure that there wasn't any gross repetition 
in the stories, and, of course, fixing bugs. I tnink that seeing how different 
people went in dif^e^ent directions from the same starting ooint would make for 
an interesting interactive fiction experience. 



T I T A N I r 

Genre: TEA? Docu-dra^a? Rating: probably Standard 
System: Extended Estimated Development T ime: 10-12 months 
It was one o * the most dramatic moments in history. The world's largest, most 
luxurious, most technically -dvarced ocean liner, carrying many of the world's 
ricnest and most famous people, was nearing the end of it's maiden voyage. At 
11:40 p • r . on April 24 , 1912 an iceberg sides wiped the huge ship* leaving a 300 ' 
foot underwater gash. Less than three hours later the "unsink able" Titanic was 
gone, t a k i n g 15 00 people with her. T he events o f + h *t night are well-recounted 
in several book s . 

You are a passenger on the Titanic* travelling in Third Class to disguise the 
importance o * your mission: transporting a MacGuffin fro* 1 London to New York. 
As the ship opens and you * e e 1 a long, drawn out shudder pass through tne ship* 
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you must begin the process o* escaping the restricted Third Class section* 
r&trievirg the '‘acGuf f in f r o m the purser's set" amidst the confusion, and 
Surviving the sinking to complete your delivery assignment. The actual events 
of those 160 minutes between lcehe-g and sinking would occur around you. I see 
this as a g a ^ e of srlit -second timing, that would meauire multiply playing to 
optimize your t u r n s in o d e r to solve all the d u z z 1 e s in the shortest possible 
time. But you could also ignore all the puzzles and simply wander around the 
ship as a "tourist , " taking in the sights of this amazing event. 










THE $ c S 7 OF STEVD 

Genre: mixed Rating: Standard or mixed 
System: E Z I ? or (lower case) ezio Estimated development Time: 12 months 
A collection of ’’short stories," many or all of which would be designed to play 
in one sitting o * approximately an w our o r two. ” envision around ten stories 
on the disk. They would have little or no connection to each other. The manual 
would contain a table of consents so that you could enter any story you wanted 
oy typing in a word or numbe*' at the beginning. The stories would probably be 
from .. 1 1 f . r r r several different genres. It. would be an interesting experiment 
to see if people who * o u n d our normal programs too daunting due to the length 
of time required to play them would b° more interested in short stories. This 
would also be a good chance to try 5 lot o * interesting things which are too 
experimental to r isk a w " c I e program on, or which are just too small to become 
an entire full story. Th e^ri? could fce some new genres, some completely puzzle- 
less stories, a story with replayability. 

One or two 0* the stories could be longer, in sn attempt to wean beginners into 
accepting a multi-hour interactive fiction effort. Some problems with the idea: 
is it just too disjoint? Is there anyway to tie all the stories together? ( G n e 
thought for tying the s+c^ies together: the^e a •“ e N siblings, and each brother 

or sister appears in one of the stories as a ch a r3 c*?r : they could make cross 
references to their sibling in one of the other stories.) w 0 w could a browsie 
be done for this? What would the program oe called? would it turn off our hard- 
core f ans? 
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Estimated Development Time: 8-10 months 
tr a , but I love it and I wanted to make sure it 
was written down somewhere in case we both died in an accident without telling 
anyone about it. Basically, we're talking the interactive fiction 
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hazing assignment: steal a b^a 0 f the dean's wife, paint the fraternity letters 
on the beautiful stsined-glass windows of the chapel, kidnap the prized Tequila 
bottle collection o f the a^ch-fivsl f r a t , THETA F T A ? A G E L , etc. 

This would then be a puzzle-oriented game in wrich you had to solve ~ * “ ‘ ~ * 
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^ , * , . . v « v . . . * . , . 7 - - . , . . . _ a series of 

puzzles leading up to your goal. Theme would fce lots of drinking, mild breaking 
of the law, off-color jokes, and plenty of tits and ass. As you go through the 
game, you would see the other members of the pledge class 
bizarre things in an attempt to ’•each their own goal. 
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ZGRK Z E D G 

Genre! Fantasy Rating: Standard 
System: probably extended Estimated Development T ime: 10-12 months 
As the name implies* a p r e q u e 1 to the Z or k trilogy, It would be set in the 
Great Underground Empire* and covering a long period of time* from the end of 
the reign of Dimwit Flathead in 789 through the fall of the GUt in 833* and 
possibly through 948 ( t h e year of the 7crk trilogy). It would almost certainly 
end "west of a white house." there would be some story, orobably abou + as much 
as enchanter or Sorcerer. c or the most part* though* it would be an intensely 
puzzle-oriented game with a huge geography — or is that too similar to Trinity? 










STATIQNFALL 

Genre: Science Fiction Rating: Standard or Advanced 

System: Classic Estimated Development Time: 3 months 

The long-awaited sequel + o Planetfal'. Since your promotion to Lieutenant c i r s f 
Class in the Stellar Patrol of the Thi^d Galactic Union t 0 l lowing a commendable 
job on R e s i d a five years ago, you have failed to advance ycur rank or career a + 
all. Elevation to L Z C has meant that your routine c * constant mopping drudgery 
has been replaced by a routine of constant paper work drudgery, and your harsh 
commanding officer Ensign Blather has been replaced by the bubbleheaded and 
bureaucratic Captain M e a s 1 e . Your latest assignment: to shuttle over to Station 

Alpha Beta Epsilon Gamma Omega 78-C-985 Sector Delta Delta V H - 9 3 * in order to 
pick up a crate of rew shuttle fuel requisition form regulation *orms. You stop 
by the rooot pool to pick up a robot aide * c r the trip ... one familiar figure 
comes bounding toward you... 11 -'ey, take “loyd! r 1 o y d best robot aide in dooI ! " 

After a brief trip, you arrive at the station. It is d e s e r t e/6 * your shuttle has 
stopped working you can't raise your s h i o * and Floyd ^ as begun to act oddly... 






MINU T E MYSTERIES 

Genre: Mystery Rating: Standard or mixed 
System: definitely Extended Estimated Development T ime: 12 months 
-our mini- mysteries* each set in t K e same locale* but during different periods 
of time. I can see one set during the 1910's* one during WWII, one during the 
present, and one at some coint in the next century. For the location, I'm 
leaning toward a small cruise ship. (Naturally, I'd * av e to spend several weeks 
on cruise ships doing research). Some ideas for the individual mysteries: In 
one of them, it turns out that you were actually the killer, but are suffering 
amnesia because of a blow receiveo during a struggle with the victim -- you 
first think that the blow was inflicted by the murderer! In another, you would 
be the descendant of a character in one of the previous stories* attempting to 
prove the innocence of ycur relative* and getting mixed up in a new m u r d e r * and 
having to solve both. The last story* set in the future, would also have sc^e 
sci-fi elements . 
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Genre: Science Fiction 

System: could go either way 
This is based on a fairly long short s + ory I wrote a few years ago. It would b<= 
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Genre: Isles of Adventure 
System: probably Classic 
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INTERACTIVE BIBLE 

Genre: Fantasy? TDA? bating: probably Standard 
System: could go either way Estimated development T i m e : 8-10 months 
Imagine the ad campaign: "Have you always though that God screwed it uc? Try 
it yourself!" T he OD-ning room: VOID. Suggested first moves LET THERE c £ LIGHT, 
CREATE wCPLD. Imagine the response to EXAMINE L I G H ^ : You see that it is good. 
As the "story" progresses, you would become other characters. As Adam, you 
might decide to shun the serpent's ample, stay in Eden and die of boredom? as 
Noah, you could refuse to build the ark and drown in the Flood, or forget to 
bring along two horses, changing the entire shape of human history. The writing 
would naturally all be in s h a 1 1 s and be gats and hs+hs. A continuation of my 
ongoing effort to offend every mar, woman, and child in the universe. 







" T HE VIABLE IDEA" 

Genre: Mixed/Experimental Rating: probably Standard on Mixed 
System: could go either way Estimated Development Time: 6 months 
An ides I onigi ruaiJL y came up with as a way to produce a game in much less time 
tnan could normally be expected, but which I think is an interesting idea even 
without that need. : s s i c a 1 1 y , one person (the r d i t c r ) designs a tiny "piece" of 
a game -- a couple of rooms, a few objects with action routines, maybe even a 
character. Working from this, in complete isolation, five (or so) imps would 
write a small mini- g - me (a couple of puzzles, ten to twenty rooms) around that 
original cere. T he Editor would be responsible for integrating the five ideas 
together, blending the code, making sure that there wasn't any g-oss repetition 
in the stories, and, of course, fixing bugs. I think that seeing how different 
people went in different directions from the same starting point would make for 
an interesting interactive fiction experience. 








TITANIC 

Genre: TEA? Docu-drama? Rating: nrobably Standard 
System: extended Estimated Development Time: 10-12 months 
It was one of the most dramatic m o ^ t e in history. The world's largest, most 
luxurious, nos* technically advanced ocean liner, carrying many of the world's 
richest and most famous people, was nearing the end of it's maiden voyage. At 
1 1 : 4 0 p . m . on April 14, 1312 an iceberr sideswioed the huge ship, leaving a 300 
foot underwater gash. Less than three k ours later the "unsinkable" T itanic was 
gone, taking 15 0 0 people with her. T he events o f that night are well-recounted 
in several books. 

f o u are a passenger on the Titanic, travelling in Third Class + o disguise the 
importance of your mission: trsnsoo r ting a M acGuffin from London to New York. 
As the - ship opens and you f e ^ 1 a lone, d^awn out shudder pass through the ship, 
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you must begin the process c * esc spin; the restricted Third Class section? 
retrieving the MacGuffin ( r c m the purser's safe amidst the confusion, and 
surviving the sinking to complete your delivery assignment. The actual events 
of those 160 minutes between iceberg and sinking would occur around you. I see 
this as a game of split-second timing, that would require multiply playing to 
optimize ycur turns in order to solve all the nuzzles in the shortest possible 
time. tut you could also ignore all the puzzles and simtly wander around the 
ship as a "tourist, 1 * taking in the sights o * this amazing event. 
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THE BEST OF STB VO 

Genre: mixed 5?ting: Standard or nixed 
System: E 2 1 P or (lower esse) ezip Estimated development Time: 12 months 
A collection of ’’short stories," many or all of which would be designed to play 
in one sitting of approximately an Hour or two. I envision around ten stories 
on the disk. They would Have little or no connection to each other. The manual 
would contain a table o * contents so that you could enter any story you wanted 
by typing in a word or number at the beginning. "he stories would probably be 
from different several different genres. It would be an interesting experiment 
to see if people who found cur normal programs too daunting due to the length 
of time required to play t h e m would be more interested in short stories. This 
would also be a good chance to try => lot of interesting things which are too 
experimental tc risk a whole program on, or which a r e just too small tc become 
an entire full story. T h e r e could oe some new genres, some completely puzzle- 
less stories, a story with replayability. 

One or two o * the stories could be longer, in ar attempt to wean beginners into 
accepting a multi-hour interactive fiction effort. Some problems with the idea: 
is it just too disjoint? Is there anyway to tie all +u ie stories together? (One 
thought for tying the stories together: there are N siblings, and each brother 
or sister appears in one of the stories as a character; they could make cross 
references to their sibling in one of the other s + 0 !~ies.) How could a browsie 
be done * or this? What would the program be called? Would i A turn off our hard- 
core fans? 
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Genre: Fantasy 

System: prooably Extended 



Rating: Standard 

Estimated Development Tim©: 10-12 months 
As the name implies* a prequel to th© Zo r k trilogy. It would be set in the 
Great Underground Empire, and covering a long period of time, f r o m the end of 
tne reign of Dimwit - 1 sthe ad in 789 through t H © fall of the GUE in 883* and 
possibly through 948 (the year of + he lo-'k trilogy). It i'ould almost certainly 
end "west of a 'xhite nouse. M 
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STATION FALL 

Genre: Science Fiction Rating: Standard or Advanced 

System: Classic Estimated Development Time: 8 months 

The long-awaited sequel to Planet fall, Since ycur promotion to Lieutenant c irst 
Class in the Stellar P a t r o 1 of the T h i r d Galactic Union following a commendable 
job on Reside five years ago, you have f a i 1 e d to advance your rank or career at 
all. Elevation to L p C has meant that your routine of constant mopping drudgery 
has been replaced by a routine o * constant paperwork drudgery* and your harsh 
commanding officer Ensign Blather nas bean replaced by the bubbleheaded and 
bureaucratic Captain M e a s 1 e • You*" latest assignment: to shuttle over to Station 
Alpha Beta Epsilon Gamma Omega 78-C-98? Sector Delta Delta V H - 9 8 * in order to 
pick up a crate of new shuttle fuel requisition form requistion terms. You stop 
by the robot pool to oick ud a robot aide for the trip ... one familiar figure 
comes bounding toward you... ,,w ey» take Floyd! p loyd b?«t robot aide in pool!" 

After a brief trip, you arrive at the station. I* is deserted, your shuttle has 
stopped working you can't raise your ship, and c 1 o y d has begun to act oddly... 
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MINUTE MYS t ERIES 

Genre: Mystery Rating: Standard o r aixed 
System: definitely Extended Estimated Development T ime: 12 months 
-our mini-mysteries, each set in the same locale, but during different oerioos 
of time. I car see one set during the 1 9 1 0 ' s , one during W W 1 1 , one during the 
present, and one at some point in the next century. For the location, I'm 
leaning toward a small cruise snip. (Naturally, I'd have to spend several weeks 
on cruise ships doin'- research). $ o ~ e ideas for the individual mysteries: In 
one of them, it turns out the* you were actually the killer, but are suffering 
amnesia because of a blow received during a struggle with the victim -- you 
first think that the blow was inflicted by the murderer! In another, you would 
be the descendant of a character in one of the previous stories, attempting to 
prove the innocence of you r relative, and getting mixed up in a new murder, and 
having to solve both. T K s last story, set in the future, would also have some 
sci-fi elements. 



A T T A C K u c THE -EEC NS (and other stories) 

Genre: Science p iction Racing: probably Advanced 
System: could go either way Estimated Development Time: 10 months 
This is based on a fairly long short stc^y I u.r C t© 3 few years ago. It would be 
a game with a good blend c * story and puzzle elements. there woulc be 3 story 
lines, each one based on a science fiction cliche -- time travel, a mad 
scientist, and invasion from outer space. However, all three stories, which at 
first seem totally independent, end up tying together. I won't say how: even 
the fact that they do at all should be ke^t toe secret. 
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INTERACTIVE BIBLE 

Genre: Fantasy? TQA? Rating: probably Standard 
System: could go either u/ey Estimated Development Time: 9-10 months 
Imagine the ad campaign: "Have you always thought that God screwed it up? try 
it yourself!" The opening room: VC ID. Suggested ^ i r s t moves LET THERE BE LIG M T, 
CREATE wDRLD. Imagine the response to EXAMINE LIGHT: You see that it is good. 
As the "story" progresses, you would become other characters. As Adam, you 
might decide tc shur the serpent's an pie, stay in Eden and die o * boredom; as 
Noah, you could refuse to build the ark and drown in the P lood, or forget to 
bring along two horses, chanting the entire shape of human history. The writing 
would naturally all be in s h - 1 1 s and be gats and u a+hs. a continuation of my 
ongoing effort to c* f end every man, woman, and child in the universe. 
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" T H“ VIABLE IDEA" 

3enre : Mixed/Experimental Rating: probably Standard or Mixed 
System: could go either way Estimated Development Time: 6 months 
An idea I originally came up with as a way to produce a game in much less time 
tnan could normally be expected, but which T think is an interesting idea even 
without that need. Basically, one nelson (the c d i t o r ) designs a tiny "piece" of 
a game -- a couple of rooms, a f ew objects with action routines, maybe even a 
character. Working * r o m this, in complete isolation, five (or so) imps would 
write a small mini-game (a couole of puzzles, ten tc twenty rooms) around that 
original core. The Editor would be responsible for integrating the * i v e ideas 
together, blending the code, making sure that there wasn't any gross repetition 
in the stories, and, of course, fixing bugs. I think that seeing how different 
people went in different directions from the dame starting point would m3ke for 
an interesting interactive fiction experience. 
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T I T A N I C 

Genre: IGA? Docu-drama? Rating: probably Standard 
System: Extended Estimated Development Time: 10-12 months 
It was one of the most dramatic moments in ^isto^y. The world's largest, most 
luxurious, most technically =dvanced ocean liner. carrying many of the world's 
richest and most famous people, was neaping the end of it's maiden voyage. At 
11:40 p.m. on April 14 , 1912 an icebera sides wiped the huge ship, leaving a 300 
4 oot underwater gash. Less than t h ree hours later the "unsinkable" Titanic was 
gone, taking IE 0 0 people with h sr, ’h? events of that night are well-recounted 
in several books. 

You 5 re 5 passenger on the Titanic, '‘■ravelling in T h i r d Class to disguise the 
importance of your mission: transporting a v asGuffin from London to New York. 
As the ship opens and you feel a long, drawn out shudder pass through the ship, 



probably Standard 
■ nt Time: 8-9 months 

esiqn and a little 
ill , the basic story 
i n d situations* and 
erent cer sonal i t ies 
and "out " o f the 
its nearly anything: 
t ' s only Mr. Smith* 
Rutherford 3 • “‘ayes 
>aking, you realize 
j t merely Mr, Smith* 
.on." A laugh riot. 



--*\ 



3 : probably Standard 
it Time: 3-10 months 
screwed it up? Try 
LET there 35 L I G M T * 
see that it is good, 
t e r s • As Adam, you 
die of boredom? as 
: lood, or forget to 
nistory. The ’writing 
:ontinuation of my 
universe . 










/*> 



ly Standard or Mixed 
■rent Time: 6 months 
Tie in much less time 
oteresting idea even 
ns a tiny "piece" of 
tines, maybe even a 
e (or so) imps would 
y rooms) around that 
ating the five ideas 
any gross repetition 
seeing how different 
point would make for 







r~\ 









g: probably Standard 
t Time: 10-12 months 

rid' s largest* most 
many of the world's 
s maiden voyage. At 
ship * leaving a 300 
inkable" Titanic was 
t a^e w e 1 1 - r e c o un t ed 

ass to disguise the 
Lcnaon to New York, 
ss through the ship, 















you must o e g i n the process o * esc 3 ring the '* n: *ric + ?d Third Class section, 
retrieving the M acGuffin f - o ^ the purser's safe amidst the confusion, and 
surviving the sinking to complete your delivery assignment. T he actual events 
of those 160 minutes between iceberg and sinking mould occur around you. I see 
this as a g« m e of split-second timing, that mould require multiply playing to 
optimize your turns in o ■’* d e r to solve all the puzzles in the shortest possible 
time. But you could also ignore all the puzzles and simply mander around the 
ship as a “tourist*” taking in the sights of this amazing event. 
























THE SCSI G F STEVQ 

Genre: mixed Rating: Standard or mixed 
System: Eli? or (lower c^se) ezic Estimated Gevelocment Time: 12 months 
A collection of "short stories*” many or all of which would be designed to play 
in one sitting of approximately an hour or two. I envision around ten stories 
on the oisk. They would n £ y e little or no connection to each other. The manual 
would contain a table 0 * contents so that you could enter any story you wanted 
by typing in 3 word or n u m b e r at t n e beginning. ~he stories would probably be 
from different several different genres. It mould be an interesting experiment 
to see if people mho f o u n d our normal programs *oc daunting due to the length 
of time required to play them would be more interested in short stories. This 
would aiso be a good chance to try a lot o * interesting] things which are too 
experimental to risk a wnole program on, or which are just too small to become 
an entire full story. There could be some new genres, some completely puzzle- 
lcss stories* a story wit 1 " replayability. 

One or two of the stories could be longs'*, in ar attempt to wean oeginnsrs into 
accepting a multi-hour interactive fiction effort. Some problems with the idea: 
is it just too disjoint? Is there anyway to tie all the stories together? (One 
thought for tying the stories together: there are M siblings, and each brother 

or sister appears in ore of the stories as a character; they could make cross 
references to treir sibling ir one of the o + h?r stories.) How could a browsie 
be cone for this? What mould the pro -ram be called? Would it turn off our hard- 
core fans? 
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Genre: Comedy Rating: Standard 
System: Classic or ( 1 . c . ) e z i r Estimated Gevelocment Timet 3-10 months 
This is actually Hollywood's idea , but I love it a n d I wanted to make sure it 
was written down somewhere in case we both died in ar accident without telling 
anyone about it. Basically, we're talking the interactive fiction version of 
Animal House. You would be a new “fraternity pledge at T A P e A K £ G G A 3RU. As the 
story begins* the f r a t president is giving each member of the pledge class his 
hazing assignment: steal a era of the dean's wife* p = i n t the fraternity letters 
on the beautiful stained-glass windows of the chapel* kidnap the prized Tequila 
bottle collection of the arch-rival f rat* THETA ? T A -AGEL* etc. 

This would then be a puzzle-oriented game in which you had to solve a series of 
puzzles leading up to your goal. There would be 1 0 * s of drinking* mild breaking 
of the law* off-color jokes* and p 1 e n t v of tits and ass. As you go through the 
game* you would see the other members of the pledge class doing all sorts of 
bizarre things i r an attempt to reac h their own goal. There could also be very 
interesting variations in which you net each 0 * the different goals. 
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Rating: S t an d a r d 
Estimated Development Time: 10 -*4 n t h s 

o the Zork trilogy. It would be set in the 
and covering a long period of time* from the end of 
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Genre: Science c iction Rating: Standard or Advanced 
System: Classic Estimated Development Time: 3 months 
'he long-awaited sequel to Planetfall. Since your orc^otior to Lieutenant c irst 
Class in the Stellar P ?trcl of the Third Galactic Union following a commendable 
job on R e s i d a 4 i v e years ago* you have failed 4 o advance your rank or career at 
all. Elevation to L = C has meant t u a * your routine of constant mopping drudgery 
nas seen replaced by a routine c 4 constant paperwork drudgery, and your harsh 
commanding officer Ensign -'lather has seen replaced by the bubbleheaded and 
oureaucratic Captain M easle. Your latest assignment: to shuttle over to Station 
Alpha 3 eta Epsilon Gamma Omega 7S-C-935 Sector Delta Delta V w -9 8 * in order tc 
pick uc a crate of new shuttle fuel requisition 4 o r m requistion forms. You stop 
Dy the rooot pool to pick up a o b o 4 aide for the trip ... one familiar figure 
comes bounding toward you... "Hey, take - 1 o y d ! c 1 o y d best robot aide in pool!” 
After a brief trip* you arrive at the station. It is deserted* your shuttle has 
stopped working you can't raise your ship, and r 1 o y d has becun to act oddly... 









MINUTE MYSTERIES 

Genre: Mystery Rating: Standard or mixed 
System: definitely Extended Estimated '"'evelocment Time: 12 months 
-our mini-mysteries, each set in the same locale* but during different periods 
of time. I can see one set d u r i n g the 1910's, one during W W 1 1 * one during the 
present* and one at some point in the next cen 4 ury. c or 4 h e location, I'm 
leaning toward a small cruise snip. C Naturally* I'd have to spend several weeks 
on cruise ships doing research). Some ideas for t h a individual mysteries! In 
one of them, it turns out that you were actually the killer, but are suffering 
amnesia because of a blow received during a struggle with the victim — you 
first think that the blow was inflicted by the murderer! In another* you would 
De the descendant of a character ir one of t u e previous stories, attempting to 
prove the innocence of you 1 " relative, and getting mixed up in a new murder, and 
having to solve both. T he last story, set in t u e future, would also have some 
sci-fi elements. 
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Genre: Science Fiction 
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Rating: probably Advance 
Estimated Development Time: 10 month 

. . _ _ , _ _ _ sho^t story I wrote a f°w years ago. It would b 

a game with a good blend cf story and puzzle elements. T^ere would be 3 stor 
lines, each one based on a science 4 i c t i o n cliche -- time travel* a ma 
scientist, and invasion from cuter space. However, all three stories, which a 
first seem totally independent, end uo tying together, 
the fact that they do at all should be kept too secret. 
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Genre: Tales o f Adventure 
System: croosoly Classic 

The western comedy that Jerry started. A 
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line is a spaghetti western with all the 
the oasic gag is that there are several 
^ and degrees of competency that are consta 
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Rating: probably Standard 
Estimated Development Time: 8-10 months 

ave you always thought that God screwed it uo? Try 
cm: VOID. Suggested first roves LE T TH C RE BE LIGHT* 
e s p o n s e to EXAMINE L T GHT: You see that it is good. 
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Genre: Mixed/Experimental 
System: could go either way 
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Estimated Development Time: 6 months 
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TITANIC 

Retina: probably Standard 
Estimated Development Ti^el 10-12 months 
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you must begin the crocks* of escaping the restricted T^ird Class section* 
retrieving the YacGuffin from tne cursor '« safe amidst the confusion* and 
surviving tne sinking to complete your delivery assignment. The actual events 
of those 160 minutes between iceberg and sinking would occur around you. I see 
this as a game of split-second timing* that would require multiply claying to 
optimize your tu r ns in order to solve all the puzzles in the shortest possible 
time. But you could also ignore ell the puzzles and simply warder around the 
ship as a ’'tourist,” taking in the sights of this s^szing event. 
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synopsis of the story 



It is five years since your heroics on the doomed planet Resida made you a 
^ve r o , and earned you a promotion from Ensign Seventh Class to Lieutenant First 
lass. Since that day, you haven't received a single other promotion* and not 
a single slightly interesting thing has happened in those intervening five 
years. Your life of dull scrubwork has been reolaced by a life of equally dull 
paperwork • 

As the game begins* you are aooard your assigned vessel* the Stellar Patrol 
Ship CSPS) Duffy. You are holding three forms: one spelling out your current 

assignment* one allowing you to check out a robot from the robot pool* and 
one authorizing your use of a space vehicle. (These would all be feelies in 
the oacksge). According to the first of these three forms* your assignment 
is to take a spacetruck over to a nearby space station in order to replenish 
the ship's supply of some stupid* trivial form. 

You stop by the robot pool to select a robot for the trio. In the first bin 
is a huge manual-labor robot. In the second bin is a spindly bursting and 
decollating robot. In the third bin. ..your old robot pal Floyd! (You must 
select Floyd* for reasons that become obvious very quickly if you choose 
one of the others.) 

You must then pilot the spacetruck to the space station. To do so* you need 
data from the assignment form in the package* so that form is an anti- piracy 
element. You soon dock at the station. 

The browsie is a set of blueprints for this class of space station. The station 
is divided into three areas: First* a large, central, spherical Command Module. 
^ t is nine levels, containing living quarters* recreational areas, various 
offices, the station's command center, and a huge printing plant for printing 
Stellar Patrol forms. Secondly, connected to the Command Module* is a smaller 
five-level Scientific Sub-module* containing various laboratories. Finally, 
in a chaotic cluster around the Command Module* in blatant violation of 
official Stellar Patrol regulations, is a seedy space village. This village 
is similar to the western towns that would grow up around a fort. 

Upon arriving at the station* the first odd thing you realize is that the 
station is completely deserted. Then you begin to pick up other details. 

Certain machinery is behaving oddly: auto-doors close on your heels, and 

you barely survive an encounter with a roving rogue hull-welder. There's 
an alien ship of unknown origin in ore of the other docking bays? it's only 
feature is an empty pedestal. The station commander's log mentions the 
discovery of the alien ship and the strange pyramid it was carrying, that 
the pyramid was brought into the science sub-module for study, that some 
of the station's machinery has begun to act oddly. ..and then nothing. There 
are some signs of violence* including a nasty hole in the side of the 
sub-module's holding tank, and the fact that all entrances to the lowest 
levels of the Command Module are blocked. On the desk of one of the 
scientist's, you find this cryptic note: "Joe!!! It like a Dacterioph”. 

The note is cut short in the middle. 

You slowly piece together this picture of events: The station picked up 
tne alien ship and brought an odd pyramid-shaped machine on board. That 
machine, the product of a long-dead alien race from another galaxy, is 
potent weapon-of-war. When this pyramid enters a city* a space station, 

"—a space colony, or a spaceship belonging to another race* it would first 
cause all machinery within its sphere of influence to turn against its 
creators. The simpler the machine, the faster it could be turned. When all 



members of the enemy race in the city/station/ colony/ship were dead, the 
pyramid would then cause all the machinery aboard to be redirected to a 
new goal: creating duplicates of the pyramid and methods of transportation 
for i t . 

nese would then be sent forth* wreaking hav/oc on dozens of other enemy 
settlements* This is the same way that the virus called a bac te r i opha g e 
takes over a host bacteria and turns it into a living factory to create 
more bacteriophages* In this way* by geometric multiplication, the pyramid 
would cause the enemy's civilization to turn against itself, wiping out that 
civilization in a matter of weeks. 

The alien race that created this pyramid, as well as its unknown enemies, 
all died eons ago, galaxies away. But this pyramid still exists, and was 
brought aboard the space station. At first, the simplest of machinery, like 
auto-doors and tape readers, began to malfunction, and no one really understood 
why. 3y the time anyone understood, more complicated and dangerous machinery, 
urged on by undetected emanations from the enigmatic pyramid, had begun to 
turn against their human creators. Within hours, everyone aboard the station 
was dead. Their bodies? Vaporized, flushed out into spaces, who knows? Now, 
on the lower levels where most of the station's machinery is, the pyramid 
continues to work its will: the station is being turned into a factory to 

produce more pyramids and the spaceships to transport them throughout human 
space! There's only one thing that can stop it from happening.. .and that one 
thing is a certain Lieutenant First Class in the Stellar Patrol. 

After a short while on the station, c loyd returns from one of his exploratory 
trips with a new friend, a robot named Plato. Plato is a very erudite, 
intelligent robot, but he's always willing to out down his book of poetry 
to clay a quick game of paddleball with Floyd. Plato doesn't know what 
' v appened to everyone: he was recharging his batteries and when he was done, 
everyone was gone. 

Soon after meeting him, Plato begins to get cranky, and then downright nasty. 
Finally, when you've solved about half of the puzzles in Stationfall, Plato 
becomes downright menacing. Perhaps he threatens to kill you if you attempt 
to do something that you need to do. Perhaps he just threatens to kill you 
no matter what you do. Floyd is distraught, he doesn't know whether to side 
with you, his old friend, or Plato, his new friend! He agonizes and finally 
helps save you, with Plato getting killed in the process. Floyd mourns over 
his dead friend in a heart-rending scene. 

Since the station's machinery is all malfunctioning, with increasing frequency 
and d an ger ous n es s , most of the puzzles involve repairing broken machinery 
(which would not yet have turned bad, because it hasn't been on) or in figuring 
out ways to use living things or other non-machines to perform tasks normally 
done by machines. At the same time, you must stay alive despite the efforts 
of such machines as the marauding hull-welders. 

In another touching scene, p loyd discovers a tiny little robot. It appears 
to be nearing the end of its construction, perhaps just going through its 
final unconcious learning phase. Floyd acts in a very b i g-bro ther ly way toward 
it, expressing hope that you and Floyd can be there when he "awakes." 

Like Planetfall, Stationfall features the need to eat and drink and sleep. 

nee you've been on the station for a day or so, you notice that Floyd is 

Iso beginning to act a little odd. Soon, he disappears for good. But you 
can't think about it too much, as you are getting close to your goal: getting 
into the lower levels of the station and destroying the pyramid before it 
can send out its twins. 



But it isn't gonna be easy* First of all* the station's main controlling 
computer* as complex as it is, is finally starting to turn. It shuts off 
all the lights in the station, and a short u/hile later it shuts off the 
^r systems as well. Finally, an announcement makes it clear that the launch 
r the pyramids is imminent, and will be quickly followed by the station's 
destruction via the destruction of the station's fusion plant! 

You gain access to the station's central ventilation shaft, and maneuver 
through it to the lower level's of the station. There, you behold a chilling 
sight: Every system on the eighth level has been dismantled, and turned into 
a makeshift factory, a factory of human components but alien design. You see 
row upon row of pyramids inside speedy spacecraft. In the middle of the 
factory, like a king presiding over a throne room, is the original pyramid. 

And, you see another sight that chilis you to the bone: ^loyd, grinning in a 
totally evil, non-^loydish kind of way, holding a disintegrator rifle, 
standing between you and the pyramid. 

Floyd taunts you, telling you that the other pyramids will be activated in 
a moment, and launched a moment after that, thus sealing the doom of humankind. 
Devoid of all traces of his former friendliness, he raises the rifle and takes 
aim. Your only course: shoot Floyd with your own weapon, and then shoot the 
alien pyramid. The slightest hesitation, and you're dead. The slightest 
hesitation, and the other pyramids are activated and then launched. 

You shoot Floyd, damaging him enough to drop the rifle and collapse to the 
ground. The you shoot the pyramid, which blows up spectacularly as the factory 
grinds to a halt, ~loyd, dying but no longer under the spell of the pyramid, 
looks up at you. He grasps your hand, apologizes for acting the way he did, and 
tells you that he understands that you had to do what you did. Wincing in 
^'—'3 in* he asks if you want to play one last game of Hider and Seeker. " 01 lie 
jllie..." His voice weakens, "...oxen..." His eyes close, "...free..." He 
slumps backwards, lifeless. Dne of his compartments * a 1 1 s open, and Lloyd's 
favorite paddleball set drops to the ground. 

In the long silence that follows, you hear a noise, and turn to see the little 
robot that had stirred such brotherly feelings in Floyd paddling into the room 
on unsure, little legs. He looks uncomorehendingly at the dead robot, but picks 
up Floyd's paddleball set and looks up at you with eyes as wide as saucers. 
Tugging on the leg of your patrol uniform, the little robot asks, in a 
quavering voice, "°lay...play game...?" 
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supercomputer, 
shows how star 
cluster might 
collapse to form a 
massive black 
hole. From top: 
stars orbit each 
with relative 
freedom; a small 
black hole forms; 
more stars fall in; 
after 100 years, 
only the black 
hole remains. 



A Cray supercomputer 
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tions, are located at or near Princeton, 
Cornell, Carnegie-Mellon, the Universi- 
ty of Illinois and the University of Cali- 
fornia at San Diego. They range from 
Cray X-MPs, which until 
recently have been consid- 
ered the fastest computers 
in the world, to a souped- 
up IBM mainframe. 

Providing wide access 
to such machines, say 
backers of the initiative, 
sets up the potential for 
breakthroughs in a wide 
range of disciplines, from 
astrophysics to quantum 
mechanics, from pharma- 
cology to history, and for 
solving problems once con- 
sidered unsolvable. 

‘‘We are at the begin- 
ning of a real intellectual 
revolution to be based on 
the technical capabilities 
of supercomputing,” said 
Allan Robinson, a profes- 
sor of geophysical fluid 
dynamics at Harvard and 
strong backer of the new 
supercomputer program. 
The film of a collapsing 



Courtesy/Cornell University News Service 
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Debunkology 



A MYTH-INFORMATION PRDV 

The real story on leaping lemmings, sex life of praying mantis 



By David L. Chandler 
Globe Staff 

F irst, a little quiz: What do lemmings do by 
the thousands every few years? What can 
you do with eggs on the day of the equi- 
nox but at no other time? What was 
Thomas Crapper’s claim to fame? 

If your answers were commit suicide, stand them 
on end, and the invention of the flush toilet, you’re 
in good company. Those answers are solidly “con- 
firmed” by a multitude of well-respected reference 
books, magazines, newspapers and even documen- 
tary films. 

Unfortunately, you - and the references - are all 
wet. 

If, however, you answered nothing, nothing, and 
there’s no such person . . . congratulations! You are 
in the slim minority who know the truth. 

We are surrounded by myths and unfounded be- 
liefs masquerading as “facts.” Sometimes they come 
from honest mistakes in observation, sometimes 
from deliberate deception, and in many cases the 
tales have been repeated so often that even diligent 
checking of references can be bewilderingly incon- 
clusive. 

Take the praying mantis, for example. Check the 
encyclopedia or a biology textbook, and you’re likely 




Hal Mayforth illustration / 
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tions, are located at or near Princeton, 
Cornell, Carnegie-Mellon, the Universi- 
ty of Illinois and the University of Cali- 
fornia at San Diego. They range from 
Cray X-MPs, which until 
recently have been consid- 
ered the fastest computers 
in the world, to a souped- 
up IBM mainframe. 

Providing wide access 
to such machines, say 
backers of the initiative, 
sets up the potential for 
breakthroughs in a wide 
range of disciplines, from 
astrophysics to quantum 
mechanics, from pharma- 
cology to history, and for 
solving problems once con- 
sidered unsolvable. 

“We are at the begin- 
ning of a real intellectual 
revolution to be based on 
the technical capabilities 
of supercomputing,” said 
Allan Robinson, a profes- 
sor of geophysical fluid 
dynamics at Harvard and 
strong backer of the new 
supercomputer program. 
The film of a collapsing 
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institute. ciuaing cancer oi 

the lungs and co- 
Ion, have repeated- 
ly frustrated at- 
tempts to combat them with a wide array 
of drugs. 

"We’re now getting an idea of why can- 
cer chemotherapy doesn’t work more of- 
ten,” said Dr. Vincent T. DeVita at an 
American Cancer Society seminar here 
last week. DeVita is director of the Nation- 
al Cancer Institute and the nation’s most 
stubborn defender of cancer chemothera- 
py. “Hopefully,” he added, “a paradigm 
change in its effectiveness will follow.” 

The new concept flows from a series of 
recent discoveries that body tissues most 
intensively exposed to environmental poi- 
sons - such as the linings of the colon and 
lungs - have a very efficient mechanism 
for purging themselves of those toxins 
and, when that fails, detoxifying or neu- 
tralizing them. 

From those cells’ point of view, the poi- 
sons doctors use to treat cancer are no dif- 
ferent from the poisons that sometimes 
cause cancer in the first place. 

These newly discovered mechanisms 
go a long way toward explaining why 
these same tissues resist anticancer 
drugs. When confronted with many such 
drugs, the cancer cells rev up these detoxi- 
fication systems. 

CANCER, Page 39 
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The real story on leaping lemmings, sex life of praying mantis 
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Hal Mayforth Illustration 



to find a detailed explanation of how the female be- 
heads and devours the male as they mate. A well- 
known example of the ruthlessness of nature. 

Neurophysiologist W. Jackson Davis of the Uni- 
versity of California at Santa Cruz, assuming the 
story to be true, decided three years ago that man- 
tises would be a perfect subject for his research on 
instinctive behavior. But after studying in detail vid- 
eotapes he made of 30 pairs of the stick-like insects 
in his laboratory, he had found no signs of any ag- 
gressive behavior, much less cannibalism. 

On the contrary, he observed an elaborately 
choreographed courtship ritual that involved a gen- 
tle stroking of the forelimbs and the female assum- 
ing a passive, non-predatory position. Not once did 
the female even try to bite. 

How did the myth of the mantis’ bizarre sexual 
aggression get started? Davis checked through the 
literature and could find only a single case where 
anyone claimed actually to have seen evidence for 
the cannibalistic ritual that has been so universally 
believed and described. 

The one “documented” case took place in a labo- 
ratory in 1886. A female praying mantis had been 
kept in a jar, apparently without food, and then a 
male was put in with her. Nothing happened at first, 

MYTH, Page 38 
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Continued from Page 37 

but the next morning the re- 
searcher found the dead, decapi- 
tated male hanging on the fe- 
male’s back. 

That single incident, under 
such unnatural conditions, appar- 
ently was the sole foundation for a 
century’s worth of erroneous text- 
books. 

The story of the lemmings 
seems to have been similarly in- 
spired by a limited and incomplete 
observation, but in that case the 
myth was perpetuated by deliber- 
ate deception. 

It is true, according to biolo- 
gists who study the small furry ro- 
dents of Norway and Nova Scotia, 
that every few years populations 
build up beyond the capacity of 
the land, and when this happens 
large bands of lemmings will mi- 
grate in search of a new habitat. 
The migration sometimes takes 
them across wide rivers, where a 
few of the animals may perish 
while swimming in strong cur- 
rents. 

A difficult and risky trek, yes. 
A headlong rush toward suicide, 
no. 

But the myth has been widely 
believed for generations and is a 
standard metaphor for willful self- 




destruction. And for many people, 
legend was “confirmed’’ when 
footage of the tiny animals fling- 
ing themselves over a cliff and 
into the sea was shown in a Walt 
Disney nature movie, “White Wil- 
derness.” 

Pushed from cliff 

Unfortunately, Disney’s crew 
took liberties. Unable to find any 
suicidal lemmings, they bought a 
bunch of the furry animals from 
Eskimo children, took them to a 
cliff by the seashore, and pushed 
them over for the cameras. The de- 
ception was revealed in a Canadi- 
an documentary film, “Cruel 
Camera.” 

That was a hoax in support of 
an existing belief - one that the 



story on 




But the case of Thomas Crapper 
(1837-1910), a British engineer 
said to have invented the modern 
flush toilet in 1882, was a pure 
hoax from the outset. It may have 
been one of the most successful 
hoaxes ever. 

Crapper’s alleged accomplish- 
ment has been cited in innumer- 
able newspaper and magazine sto- 
ries and a few reference books. 
Many cite as their authority a bi- 
ography, “Flushed with Pride: 
The Story of Thomas Crapper,” 
published in 1969 by Wallace Rey- 
burn. 

In 1978, a member of the 
Greater London Council proposed 
that, like Dickens and 400 other 
notable Londoners, Crapper 
should be honored by a plaque. 
But investigations revealed that 
no patents had ever been issued in 
Crapper’s name, nor was he men- 
tioned in contemporary books on 
plumbing. The council decided his 
accomplishments were not signifi- 
cant enough to merit a plaque. Ap- 
parently no one questioned his ex- 
istence, only his importance. 

Despite the tongue-in-cheek ti- 
tle, many people have accepted 
Reyburn’s account as pure his- 
torical fact. In fact, Crapper and 
his life story - told in great detail 





- were figments of Reyburn’s fer- 
tile and humorous imagination. 

In fact, the first patent for a 
practical flushing mechanism 
was issued in London to Alex- 
ander Cunnings in 1775, and a 
patent for the float-and-valve sys- 
tem still in use today went to Jo- 
seph Brahama in 1778. 

It’s not clear where the idea 
originated that eggs could be made 
to stand on end on the days of the 
spring and fall equinoxes, but the 
idea has been kept alive by peren- 
nial stories in newspapers - in- 
cluding this one. And, to be sure, 
with a little diligence, anyone who 
tries the feat on the appointed day 
is likely to find that it works. 

However, anyone who tries on 
any other day of the year, with 
equal care, will meet with equal 
success. It never seems to occur to 
anyone to try on other days, and 
so the myth lives on. 

The idea that water going 
down the bathtub drain swirls 
counterclockwise north of the 
equator and clockwise in the 
southern hemisphere is also un- 
true, but at least it does have some 
basis. A physical phenomenon 
called the coriolis effect does make 
huge storm systems and ocean 
currents swirl in opposite direc- 
tions in the two hemispheres. 

And under laboratory condi- 
tions, the effect can indeed be seen 
in the swirling of water down the 
drain from a large tank of water, 
if the tank is perfectly symmetri- 
cal and the water has been left 
standing on a rock-steady base for 
at least a day until all motion dies 
down, according to Woods Hole 
oceanographer Philip Richardson. 

But for small volumes of water 
such as a bathtub, random effects 
such as turbulence, vibrations 
and the shape of the tub far 
outweigh any Influence of the cor- 
iolis effect, and the water will 
swirl down the drain each way 
about 50 percent of the time. 

Another tall tale 

The idea that oppossums sleep 
while hanging upside-down by 
their tails is particularly strange 
because it is not only untrue, it is 
impossible: The weight of a full- 
grown oppossum is much too 
great to be supported by its tail. 
And even if the tail were strong 
enough - which it is in the case of 
very young opposums - gripping a 
branch with the tail requires great 
effort, and is certainly not some- 
thing they could do while asleep. 

But even some myths that are 
utterly false may serve, a useful 
function. The ostrich, #or exam- 
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- were figments of Reyburn’s fer- 
tile and humorous imagination. 

In fact, the first patent for a 
practical flushing mechanism 
was issued in London to Alex- 
ander Cunnings in 1775, and a 
patent for the float-and-valve sys- 
tem still in use today went to Jo- 
seph Brahama in 1778. 

It’s not clear where the idea 
originated that eggs could be made 
to stand on end on the days of the 
spring and fall equinoxes, but the 
idea has been kept alive by peren- 
nial stories in newspapers - in- 
cluding this one. And, to be sure, 
with a little diligence, anyone who 
tries the feat on the appointed day 
is likely to find that it works. 

However, anyone who tries on 
any other day of the year, with 
equal care, will meet with equal 
success. It never seems to occur to 
anyone to try on other days, and 
so the myth lives on. 

The idea that water going 
down the bathtub drain swirls 
counterclockwise north of the 
equator and clockwise in the 
southern hemisphere is also un- 
true, but at least it does have some 
basis. A physical phenomenon 
called the coriolis effect does make 
huge storm systems and ocean 
currents swirl in opposite direc- 
tions in the two hemispheres. 

And under laboratory condi- 
tions, the effect can indeed be seen 
in the swirling of water down the 
drain from a large tank of water, 
if the tank is perfectly symmetri- 
cal and the water has been left 
standing on a rock-steady base for 
at least a day until all motion dies 
down, according to Woods Hole 
oceanographer Philip Richardson. 

But for small volumes of water 
such as a bathtub, random effects 
such as turbulence, vibrations 
and the shape of the tub far 
outweigh any influence of the cor- 
iolis effect, and the water will 
swirl down the drain each way 
about 50 percent of the time. 

Another tall tale 

The idea that oppossums sleep 
while hanging upside-down by 
their tails is particularly strange 
because it is not only untrue, it is 
impossible: The weight of a full- 
grown oppossum is much too 
great to be supported by its tail. 
And even if the tail were strong 
enough - which it is in the case of 
very young opposums - gripping a 
branch with the tail requires great 
effort, and is certainly not some- 
thing they could do while asleep. 

But even some myths that are 
utterly false may serve, a useful 
function. The ostrich, hr exam- 



ple, and its habit of avoiding prob- 
lems by burying its head - a story 
that has been retold for thousands 
of years. 

In fact, according to those who 
have studied the behavior of the 
world’s largest birds, ostriches, 
when pursued, will sometimes 
pause and briefly lay their heads 
on the ground - perhaps to rest up 
before the next sprint, or perhaps 
to listen for sounds of the pursuer. 
(“Keeping an ear to the ground,” 
interestingly enough, has a mean- 
ing in popular speech that is the 
opposite of “hiding one’s head in 
the sand,” and yet that may be 
just what the ostriches are doing.) 

The myth has such appeal as a 
metaphor that it will undoubtedly 
stay with us. Just last week, be- 
fore a White House press briefing, 
an unknown prankster replaced 
the presidential seal with a pic- 
ture of an ostrich with its head in 
the ground. 

As one debunker wrote of the 
mythic ostrich: “He is actually 
more useful and instructive than 
any real bird or beast.” 
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ture of the proton, a basic buildi 
block of all atoms. The problem 
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“Mammoth Mania - 200 Million Years of Our 
Prehistoric Past.” Exhibit opens Sunday at the 
New England Science Center, Worcester. Fea- 
tures seven electronically-controlled lifelike dino- 
saurs and prehistoric mammals. Through June 
30. Special education programs will be held 
throughout the term of the exhibit. Information: 
(617) 791-921 h ext. 15. 
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Tuesday, March 31 

“Hurricane Gloria, Blow or Bust.” Seminar with 
John Hope, hurricane specialist for the Weather 
Channel. 7:30 p.m., Shrader Hall auditorium. 
Eastern Nazarene College, Quincy. Free. Infor- 
mation: 773-6350, ext. 282. 

“Politics and the Biosphere.” Forum with Thom- 
as Lovejoy, executive vice president, World Wild- 
life Federation-US; Barbara Bramble, director. 
National Wildlife Federation International 
Program, and Roberto Garcia, Washington cor- 
respondent for Jornal do Brasil. Sponsored by 
the Boston Forum on Global Understanding. 7-9 
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complying with the rules and regulations of the Stellar Patrol and all 
the laws of the Third Galactic Union unless superceded by any local 
laws and customs where such local laws 3nd customs apply under the 
Supremacy Conventions of the Patrol* the Union* or such other parties 
as the use of this form my indicate. In addition and furthermore* the 
use of this form does in no way express any license bestowed upon the 
printer* the disburser* the user* or on anyone or any party to accept 
or use this form or any of its parts. This form is regulated by all 
pertaining regulations as codified in the Stellar Patrol Dmnibus Form 
and Paperwork Policy Book as published on 5/15/11339 and amended on 
four hundred and thirty-seven subsequent occassions.3 
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4.12.1)3^ 



rank: 



(date) 

Lh First C/«ss 



HZ5J_ 
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Issuee's Patrol 10 number: "Zli? ^ j 

Description of Assignment: _ Ol C*_y.5_ _ 

_ _ W]} i 777- £ 5l/rt 

_ H 4 r 7 _ 1 _* 

_ . Issue _ or\ Rrvn Bm^ers_ 

Fdcw\ 5 . TkiS fe (X c5^«gv\ ive^v+J 
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7500-7549J 184 
7550-7599: 193 
7600-7649: 203 
7650-7699: 213 
7700-7749: 224 
7750-7799: 235 
7800-7849! 247 
7850-7899: 259 
7900-7949: 272 
7950-7999: 295 
9000-6049: 299 
3050-8099: 313 
9100-6149: 328 
9150-6199: 343 
9200-6249: 359 
9250-8299: 375 
8300-8349: 392 
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8400-8449: 427 
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VALIDATION BOX 

(do not write in this space) 



Robot Use Authorization form JZ-59-G 



CThis form is printed and disbursed entirely for the uses and purposes 
of the Stellar Patrol of the Third Galactic Union and may only be used 
for those express uses and purposes only or for any other use and 
purpose for which the user may be instructed to comply by an authorized 
disburser of this form or other superior providing it is in a manner 
complying with the rules and regulations of the Stellar Patrol and all 
the laws of the Third Galactic Union unless superceded by any local 
laws and customs where such local laws and customs apply under the 
Supremacy Conventions of the P a t r o 1 , the Union, or such other parties 
as the use of this form my indicate. In addition and furthermore, the 
use of this form does in no way express any license bestowed upon the 
printer, the disburser, the user, or on anyone or any party to accept 
or use this form or any of its parts. This form is regulated by all 
pertaining regulations as codified in the Stellar Patrol Omnibus Form 
and Paperwork Policy Book as puolished on 5/15/11339 and amended on 
four hundred and thirty-seven subsequent occ assions, ] 

Issued: t/260 

(date) (time) 

Issuee's rank: ^1. 

Issuee's Patrol ID number: _ _ 

Applicable robot pool: _ 



Instructions to issuee: This form should be presented at the robot 

pool indicated above. If no such pool exists, return this form to its 
issuer along with eight completed copies of Missing or Non-Existent 
Robot Pool Report Form GY-9S-M. Once at the indicated robot pool, 
this form should be given to any party or parties thereabouts for the 
purpose of discharging robots, or, if the indicated pool is automated, 
should be given to the automated system or systems for the purpose of 
discharging robots. 



Instructions to robot pool: One robot may be discharged into the 

care of the issuee of this form for such purposed as are specified 
under the Stellar Patrol Omnibus Robot Use Policies and Procedures 
Book. Copies of this form should be sent to the issuee's immediate 
superior, the ship's Records Officers, Archives One, Two, and Three, 
the issuee's permanent record file, and your own files. 



Class Three Spacecraft Activation Form H 3 - 5 6 - V 
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CThis form is printed and disbursed entirely for the uses and purposes 
of the Stellar Patrol of the Third Galactic Union and may only be used 
for those express uses and purposes only or for any other use and 
purpose for which the user may be instructed tc comply by an authorized 
disburser of this form or other suoerior providing it is in a manner 
complying with the rules and regulations of the Stellar Patrol and all 
the laws of the Third Galactic Union unless superceded by any local 
laws and customs where such local laws and customs apply under the 
Supremacy Conventions of the Patrol* the Union* or such other parties 
as the use of this form my indicate. In addition and furthermore* the 
use of this form does in no way express any license bestowed upon the 
printer, the disburser* the user* or on anyone or any party to accept 
or use this form or any of its parts. This form is regulated by all 
pertaining regulations as codified in the Stellar Patrol Omnibus Form 
and Paperwork Policy Book as published on 5/15/11339 and amended on 
tour hundred and thirty-seven subsequent occassions.l 
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Some things to think about for the pre-beta meeting 



r I'd like to put in alternative solutions to a couple of the 

puzzles# (I've already put in one alternative solution -- putting 
the nip in the dispenser hole.) c or example, should THROW SOUP AT 
^ FLAME put it out? Should SEARCH ROOM find the validation stamp or 

the ceiling panel? Can you think of some better examples, along the 
lines of the venus flytrap puzzle in L G 0 P ? 

r " 

See the attached "chemistry lesson" from Gary. Is this 
^ degree of scientific accuracy needed? If so, does it make the puzzle 
too complicated to be worth it? If so, do you have any good ideas 
for a replacement puzzle? I have a couple, but try and think of one 
^ on your own before you read on. Here are mine: 1) there could be a 

big block of ice floating in Vacuum Storage? you'd have to drill a 
hole in it with the drill to hold the explosive. I don't like this 
^ idea too much, because as you carried the ice around you'd have 
two holes in a lot of rooms. 2) Replace the bottle of CQ2 with a 
thermos. The object could be called "thermos" or it could just be 
called "plaid bottle" which you'd have to examine, look-inside, 
etc. to get clues and figure out that it's a thermos. 

Two rooms I'm planning to flesh out: the library and the 
theatre. Any other rooms need fleshing out? 

Finding the foil. Is this too hard? Should there be some 
' s explanation of why the foil is whe^e it is? 



Is the geography of Level ? our too confusing? Is the 
geography around End of Corridor too confusing? Elizabeth and 
Andrew both thought so. If so, what can be done about it? 



When you get attacked by Plato, holding nip with ostrich 
present, you drop the nip but the ostrich doesn't react. If the 
ostrich QIC react, though, you'd get screwed. Along the same 
lines, is it a pain that there's no way to get the ostrich to 
stop following you once she's started following you? 
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